The present study aimed to discover the language features that can be learned by the Japanese language learners through critical viewing of anime in classroom. A course named "Learning Japanese language through Anime" was carried out in one public university in Malaysia for a duration of 10 weeks. Along with the administration of the course, the participants' worksheets on language analysis and learning diaries were collected. The findings showed that language used in anime is more casual in most of the contexts involving daily life. This language use is quite different from what the students usually listen to and use in the classroom where the educators heavily emphasis on the polite ways of speaking using the material designed specifically for pedagogical purposes such as textbooks. Although at times, the language presented in anime maybe even harsh or rough in an exaggerated way, rather than ignore this, it may be better to address it critically under the guidance of educator.
I. INTRODUCTION
The study of popular culture is now becoming an emerging research area within the field of education and many studies have found success putting popular culture to work in the language classroom (Frey & Fisher, 2004; Alim & Pennycook, 2007; Black, 2008) . Frey and Fisher (2004) made use of graphic novels to enhance their students' reading and writing abilities. Alim and Pennycook (2007) found that hip-hop culture and rap are highly popular among youth worldwide and has been recognized as influential transformative educational tool despite their controversial position in mainstream education. According to Black (2008) , incorporating popular culture in the classroom could unite the students and encourage possible connection with one another based on their interest outside of school.
In the case of teaching Japanese as a Foreign Language (JFL), while studies have confirmed that there is apparent connection between interest in anime and Japanese language learning among the Japanese language learners (Manion, 2005; Fukunaga, 2006; William, 2006; Abe, 2009 ), the practical use of anime in teaching JFL has not been studied in depth. The present study aimed to discover the language features that can be learned by the Japanese language learners through critical viewing of anime in classroom.
II. REVIEW OF RELATED LITERATURE

A. Cartoon and Anime
There are numerous ways of defining anime. Anime is often associated and compared with the concept of cartoon. Napier (2005) states that, "To define anime simply as 'Japanese cartoons' gives no sense of the depth and variety that make up the medium.
[…] Essentially, anime works include everything that Western audiences are accustomed to seeing in live-action filmsromance, comedy, tragedy, adventure, even psychological probing of a kind seldom attempted in recent mass-culture Western film or television.
[…] Unlike cartoons in the West, anime in Japan is truly a main-stream pop cultural phenomenon" (p. [6] [7] . From Napier's statement, the clear distinction between cartoon and anime could be observed. Aeschliman (2007) explained that while the term anime is used as a blanket term to refer to all animation from all over the world in Japan, many dictionaries in English define anime as a style of animation developed in Japan. In view of the definitions above, the term anime is used to define and distinct animation made in Japan with other region's animation (cartoon) in this paper.
B. The Use of Cartoon in Language Classroom
Bahrani and Soltani (2011) claimed that cartoons have been effective in increasing the motivation of language learners by being an authentic audiovisual language. "Cartoons are good sources of modified language input which although may require less cognitive processing for comprehension, they may include new aspects of the language for low level language learners who have not acquired them yet" (Bahrani & Soltani, 2011, p. 19) . Bahrani and Soltani (2011) encouraged the use of cartoons in lessons because cartoons can provide variation for the brain as "visual information in the form of cartoons is usually processed by the right brain which is the holistic, creative, artistic side" while "the spoken word engages the left side of the listeners' brain" which "is analytical, recognizes and interprets words, performs calculations and so on" (p. 20) . No matter how convincing and interesting the lesson is, after a short period of time, the learners will start to feel the dullness of the same manner of teaching involving the constant use of the left side of the brain. A cartoon, on the other hand, is a kind of visual information and is processed by the right side of the brain. Therefore, cartoons can be utilised as a tool for variety and creativity in keeping the learners less bored (Bahrani & Soltani, 2011) . Barker (2009) explained that making the learners interactive is the best way to keep them interested and engaged in lessons. Adapting cartoons into the classroom with suitable and applicable activities can promote the learners' observational, analytical, and higher thinking skills. "Cartoons can spark thoughtful conversation, and open the doors for a teacher and the student to discuss current events, social and family life, values, morals, and religious philosophies. They give insight into the world around us, and provide opportunities for genuine and meaningful communication" (Oliveri, 2007, p. 2) .
Arikan and Taraf (2010) investigated the effectiveness of authentic animated cartoon "The Simpsons" in teaching English to young learners. The results indicated that the learners in the experimental group (watched and made use of "The Simpsons" as classroom material) performed better "in learning target grammar points and vocabulary items" (p. 212) as compared to the control group (followed a traditional grammar-based syllabus). Valez Gea (2013) showed that "children learn new vocabulary, expressions, other accents, different manners of speaking English, thanks to current famous music groups and popular cartoons" (p. 202). Munir (2016) also suggested that cartoon film is effective to teach vocabulary to EFL learners.
The use of cartoons in the ESL and EFL classroom has shown positive effect in improving students' language competence (Arikan & Taraf, 2010; Velez Gea, 2013; Munir, 2016) . This suggested the possibility of anime to serve as an effective teaching tool in the JFL classroom.
C. Role Language (Yakuwarigo)
The research of the Japanese language used by imaginary characters in media such as novels, dramas, and anime is closely associated with the concept of "role language" (known as "yakuwarigo" in Japanese). "Yakuwarigo" is a term coined by Kinsui in 2003. Kinsui (2003) defined role language as, "When hearing a certain way of word-usage, one can call to mind a certain image of a person (age, sex, job, class, era, appearance, looks, personality etc), or, when one is presented with a certain image of a person, one can call to mind the word-usage that person would be sure to use, we call that word-usage 'role language'" (as cited in Fäldt, 2006, p. 17) .
Media characters in certain subgroups, e.g., gender, age, regional affiliation, socioeconomic status, and personal traits, are attached to "specific sociolinguistic expectations" (Hiramoto, 2010) to project their stereotypical roles. Many stereotypical linguistic styles can be observed from a character's role language, including "first-person and secondperson pronouns, copula, negation, progressive form, etc." (Westman, 2010, p. 23) , but the most important indicators are the pronouns (especially the first-person pronoun) and the sentence end expression (Kinsui, 2003, p. 205 ). Kinsui has illustrated his concept of role language using some variations of a very basic sentence (see Table 1 ). In Table 1 , all the expressions from (1) to (8) have the same meaning as expression (9) "Sou da, watashi ga shitte iru" which means "Yes, I know". The role language indicators, such as the Japanese copula da, first-person pronouns, and sentence-final particles are italicised in bold (see Table 1 ). The role language indicators are usually identically used by the same character image in different anime. For example, the samurai characters from different anime are likely to adapt the same expression pattern of refereeing to oneself as "sessha" (watashi, which means "I"). By looking at the different expressions used by different character images from (1) to (8) , it can be safely said that the language usage in (9) is not role language, as it does not suggest any specific character image to the reader. In other words, the role language level in (9) is close to "zero" (Kinsui, 2003, p. 68) . The reason it is not zero is because the usage of polite form still indicates a level of social context. These stereotypical linguistic styles are well-known and recognized by all Japanese native speakers but they are not commonly used in real life. Thus, Kinsui regards role language as "virtual Japanese", but Kinsui also argued that role language is not totally unrelated to reality. It plays important parts in real life by representing one's persona when the speaker "wants to appear in a certain way (masculine, feminine, joking, etc.)" (Westman, 2010, p. 8) .
III. METHODOLOGY
The present study was aimed to answer the research question: What language features can be learned from watching anime? To address the research questions, the present study was conducted using classroom research method and collect qualitative data via the participants' worksheets and learning diaries.
A. The Participants
The present study used purposeful homogenous sampling in order to choose participants with similar backgrounds and experiences (Patton, 1990) . The participants involved comprised of 11 students (9 females and 2 males). They were aged between 20 and 21 and have particular interest in Japanese popular culture such as anime, manga (Japanese comic or graphic novel), J-pop music, J-drama, video games, and cosplay (the practice of dressing up as a character from a movie, book, or video game). All the 11 participants involved were lower-intermediate learners in their second year of JFL studies in one public university of Malaysia. All the participants have learnt the Japanese language for at least 18 months and have at the minimum passed the Japanese-language Proficiency Test (JLPT) Level N4.
The JLPT is the largest-scale Japanese language test in the world. It has five levels: N1, N2, N3, N4 and N5 with the easiest and lowest level being N5 and the most difficult and highest level being N1. Student who has passed the JLPT Level N4 at the minimum seems to be a suitable participant for the present study because according to the JLPT website, student who has passed Level N4 will be "able to listen and comprehend conversations encountered in daily life and generally follow their contents, provided that they are spoken slowly" (The Japan Foundation, 2012).
The participants' profiles are presented in Table 2 below. The participants were asked to fill out consent form to grant the researcher permission to make use of the data obtained. To protect the confidentiality of the participant, all participants' names appearing in this paper are pseudonyms.
B. The Procedures
A course named "Learning Japanese language and Culture through Anime" was planned and conducted. The course was carried out in a local public university for a duration of 10 weeks. The participants were required to attend the course once a week. Time allocated for each lesson was approximately 120 minutes. All the lessons took place in a classroom equipped with a projector, computer, and connection to the internet. Table 3 illustrates the course outline for this 10-week course. Participants' presentation of "My favourite anime"
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The most important points to be considered when selecting a video to be used in the classroom include the class objective, the learners' needs, and cultural appropriateness. Other technical aspects such as the length of the video, the availability of hardware, visual quality, and compatibility should be considered as well (Mokhamad Syaifudin, 2010).
The selection criteria for anime in the present study are as follows:
• Class objectives: To teach the Japanese language and culture simultaneously and to expose the participants with authentic spoken language input 
C. Classroom Activities
The classroom activities carried out included active viewing, repetition, and follow-up discussion.
(1) Active viewing: Unlike passive viewing where the viewer is only exposed to the video content but does not engage with the video content at any critical level, active viewing requires the viewer to identify and analyse the viewing experience. Before the active viewing of anime, the participants were guided with a pre-viewing briefing. The pre-viewing briefing was important to inform the participants about the general background of the anime. The trailer of the respective anime was shown to the participants by using YouTube website. During the active viewing activity, the participants' were asked to start analysing the language used in the characters' dialogues and jot down keywords of what they noticed on the analysis worksheet given.
(2) Repetition: Prior to the lesson, the researcher identified several scenes with important or difficult dialogues. The dialogues lines in these 1 to 3 minutes short scenes were then transcribed. During the lesson, these transcripts were distributed to the participants. The participants were given time to read the dialogue lines and then the repetition activity was carried out by replaying the scenes one by one. The participants were divided into groups of three to discuss and analysis the dialogue transcripts and then record their findings with examples on the analysis worksheet given.
(3) Follow-up discussion: The follow-up discussion activity was used to stimulate communication among the participants, as well as to develop sharing and co-operative skills. This activity was also important to let the participants express their personal responses about the anime, justify any misunderstanding of cultural issues portrayed, and to relate the learning from anime to real life situations.
D. Data Collection
The data were collected via the participants' worksheets and learning diaries. For each active viewing lesson, the participants were given a worksheet and a transcript of dialogues in short scenes selected. These transcripts will aid the participants in recording their analysis of the language used in anime. The worksheets were completed in the Japanese language and collected five times (Lesson 1, Lesson 2, Lesson 3, Lesson 4, and Lesson 5) . A total of 55 completed worksheets (n=11) were collected. The function of these worksheets was to provide evidence and examples of language features noticed and learned by the participants.
Apart from recording the students' own learning and skill development during the classroom learning process, learning diaries contain the students' record of their own experiences, thoughts, feelings and reflections. The participants were given option to write their diaries in whichever language they felt most comfortable with when 488 JOURNAL OF LANGUAGE TEACHING AND RESEARCH recording their thoughts. All the participants chose to write their diaries in English. The learning diaries were collected 7 times (5 active viewing lessons and 2 revision lessons) and a total of 77 diaries (n=11) were collected. The functions of these learning diaries were to: (1) provide evidence of understanding of the knowledge taught in the classroom, and (2) record the participants' feelings, impressions, and experiences in the classroom.
IV. FINDINGS AND DISCUSSION
It should be noted that the findings presented were based on the participants' worksheets and learning diaries. Hence, the language features listed and presented were neither an exhaustive list nor do they address the precise contextual factors. It was the list of notions generated from the participants in the present study and there may be items missing to what has been explored by linguists.
The participants were found to be able to notice and learn the language features such as:
• Different levels of politeness (文体 -buntai)
A. Different Levels of Politeness In Japan, the Japanese people use different forms of language in different domains; for example when they speak to an elderly people or customers in business, they use the Japanese honorific form; to colleagues or friends they use the polite form; to close friends and family members, they use the plain form naturally (Wong, 2010) . Although the politeness levels of spoken language were portrayed as such in the anime selected, there were some exceptions and unexpected styles were also used. The participants were found to be able to notice and identify proper and improper politeness levels through the repetition activity by looking at the human relationships (see Table 4 and Table 5 ). In Table 4 , the student used polite forms when talking to the teacher and the teacher replied in plain forms. This is a common and proper use of politeness level, but the participants noticed that this is different from the real life situation they experienced. For example, Alice expressed that, "When I'm talking to sensei (teacher), I always speak in -masu form (polite form) to show my respect to sensei. My sensei also talks to me in -masu form. However, in this anime, Asuma-sensei (the male teacher in Kimi to Boku) used plain form when he is talking to the students. I think it is up to the sensei to choose his or her speech style when talking to the students because sensei has higher status than students" (Alice, diary 3). In Table 5 , the waitress' speech style was considered as an unexpected style because in a normal context, she should be using respectful or polite form when talking to the customer.
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According to Sharon and Natalie, "Today I learned about the conversation between customer and waiter in a famiresu (family restaurant). The waitress was very rude. She talked to the customer in meirei-kei (imperative). I think this is not right under normal situations" (Sharon, diary 1).
"The waitress was very fierce. She treated the customer in a very rude manner" (Natalie, diary 1). In contrast to the native speakers of the Japanese language, the foreign language learners often learn the polite form before the plain form. One of the common problems of JFL learners is lack of exposure to informal settings in real life situations. Hence, they lack exposure to the usage of plain forms. Frank related his own situation with the character in anime by mentioned that, "In the anime, close friends are talking to each other using plain form or casual form, but I still talk to my friends in polite form" (Frank, diary 5).
The majority of anime use a high school as the story background or setting because education is one of the fundamental systems in Japanese society (Napier, 2005) and most of the conversations that take place in these anime involves the use of plain or casual speech styles between friends, family members, people who are of similar age, and similar social status. Although the learners can be exposed to some formal speech styles depending on the anime selected, they are in fact listening to more informal speech styles (plain forms and casual forms) in anime. Therefore, to solve the problem of lack of exposure to informal speech styles in real life situation, Japanese language educators can consider using anime as a source of informal speech styles input for the learners.
B. Casual Form
"Informal colloquial styles are hard to acquire even for learners living in Japan because those styles are used only among people whose relationships are close" (Yoshida, 2010, p. 3). The informal colloquial styles are very closely related to the casual form (kudaketa), which is usually only used among close friends and family members. The casual form "uses plain verb endings and allows abundant contractions, colloquialisms" (Politeness and formality in Japanese, n.d.). Casual form is also influenced by local dialects. Anime with a school and family setting could be used to introduce different kinds of casual speech styles. Table 6 summarises the examples of casual forms noticed by the participants. 
民ちにも知らせあげなければ（なりません）。
Min-chi ni mo shirasete agenakereba (narimasen). (Worksheet 4)
Although some of the participants found the casual forms difficult to learn, the participants were interested to know more about the conjugation patterns of the casual forms. Some of the participants' commented that, 490 JOURNAL OF LANGUAGE TEACHING AND RESEARCH "Today, sensei (teacher) explained the conjugation rules to some of the kudaketa (casual) forms. I heard a lot ofchau or -chatta in anime before, but I didn't know the meaning. Now I learned that they are the kudaketa forms ofteshimau and -teshimatta" (Nancy, diary 2).
"The kudaketa forms are very hard to learn, but I think it is fun to know more about them because they appear quite often in anime" (Betty, diary 4).
"At first I thought kudaketa form is not important because I don't use it often in the real life situations. However, now I think I should know more about it if I want to become a full fledge Japanese language speaker because it seems to be quite important in natural spoken Japanese" (Evelyn, diary 4). Language register refers to the level of formality with which you speak. Generally, when you speak under different situations or speak with different people will call for different registers (Eaton, 2012) . For example, formal register for academic writing and business meeting and casual register for conversation among friends and family members. When learning a foreign language in a classroom, it is a common practice that the beginner learners will start to learn the formal register in the target language. For most people, the goal of foreign language learning is to achieve near-native speaker competence. To achieve this goal, the language learners of intermediate and advance level will need to familiarise themselves with informal and casual registers in order for them to sound more natural and make friends with the native speakers. Knowing how to differentiate between formal and informal speech styles and when to use them will definitely help the foreign language learners to fit in with the target language society better.
C. Sentence-final Particles
Japanese women's speech (joseigo or onna no kotoba) is typically described as more "polite, gentle, soft spoken, non-assertive, and empathetic" (Okamoto, 1995, p. 298 ) as compared to Japanese men's speech (danseigo or otoko no kotoba). One of the features that could be observed in the Japanese gendered speech styles is the sentence-final particles (SFPs). Table 7 summarises the examples of SFPs noticed by the participants. The common feminine SFPs used by the female characters (S1-S4) included わ (wa), よ (yo), の (no), ね (ne), and かしら (kashira). The common masculine SFPs used by the male characters (S5-S7) included だ (da), and ぞ (zo).
Apart from the regular use of female and male SFPs, the participants also noticed some unexpected use of SFPs by certain female characters (see Table 8 ). The participants related the unexpected use of SFPs by the female characters to their personalities as portrayed in the anime. For example, Frank stated that, "I noticed that Todoroki (a female character in Working!!) uses a lot of 'wa' at the end of her speech. I think this goes well with her soft and gentle personalities. On the other hand, Kyouko (a female character in Working!!) is a manager with strong personality, so she tends to talk in a more masculine way. So it is not surprising at all when she uses 'zo', which usually used by men, to end her speech" (Frank, diary 1).
"Recently it has been observed that Japanese women's use of language is changing and women are taking on using more neutral and even masculine forms" (Ogawa 2006; Okamoto & Sato 1992; Okamoto 1995; Okamoto 1996; Mizumoto 2006; cited in Hollis, 2013, p. 21). The findings from the participants' analysis of language used in anime reflected this phenomenon too. For example, the use of SFP, だ(da) in the example S8, S10, and S11. In example S9, a more masculine form of SFP, ぞ (zo) was used. This finding showed that although some may perceive language used in anime as more incline towards the concept of virtual language or role language (Kinsui, 2003) , language used in anime also portrays and reflects the language used in reality to a certain extent.
D. Pronouns
The participant learned the differences of the use of pronoun between different gender, seniority, and situation (formal and informal). In the anime selected, most of the female characters were found to use 私 (watashi) or あたし (atashi) to refer to "I" and あなた (anata) or あんた (anta) to refer to "you" and most of the male characters used 俺 (ore) or 僕 (boku) to refer to "I" and お前 (omae) and 君 (kimi) to refer to "you" accordingly.
However, the participants also noticed that there was an exception where the old landlady in Hanasaku Iroha used お 前 (omae) to refer to "you" and こいつ (koitsu) to refer to "this fellow" (see Table 9 ). Regarding this, Mandy commented, "I think the language use of obaasan (grandmother) is quite interesting because she uses some otoko kotoba (men's language) and sounds quite rude. I think this is because she is an elderly person and the owner of ryokan (traditional Japanese inn). So she basically has the highest status next to the customers in ryokan" (Mandy, diary 2).
A male participant, Kevin felt that he should change the way he uses the first person pronoun by mentioning that, "I always use 'watashi' to refer to myself in real life situations. I have get used to this, but I think I should try to use 'boku' (casual male first-person pronoun) and 'ore' (casual male first-person pronoun) when I'm talking to my close friends from now on because it will definitely sound more natural to the native speaker" (Kevin, diary 5).
Unlike the English language, pronouns in the Japanese language are usually omitted from sentences when they can be inferred from context. Through watching and analysing the language use under different contexts in anime, the Japanese language learners can learn how to use the pronouns as well as to understand when not to use them in order to speak the Japanese language naturally.
E. Honorific Suffixes
In the Japanese language, there is a broad array of honorific suffixes for addressing people. For instance, "-san", as in "Suzuki-san". The common ones include "-sama" and "-san" which are gender-neutral; "-kun" which is mainly used for 492 JOURNAL OF LANGUAGE TEACHING AND RESEARCH young males and "-chan", which is mainly used for young females. Honorific suffixes are generally essential when referring to someone. Dropping the honorific suffix (yobisute) implies a high degree of intimacy and is usually reserved for very close friends, younger family members, or spouse. Table 10 and Table 11 summarise the findings noticed by the participants. In H1 and H3, a special suffix "-chi" was used to refer to some female characters whereas in H5, the suffix "-chan" which is usually used to refer to female was used to refer to a male character. According to the participants, the uncommon honorific suffixes were used to show "cuteness" and "solidarity". Olivia and Susan think that, "Usually in anime, there are a lot of yobikata (ways of addressing people) like '-san', '-chan', '-kun'. Today I saw another new yobikata '-chi' in the anime class. Actually I have come across other yobikata such as '-pyon' and '-chama' from other anime. I think this kind of yobikata is very cute" (Olivia, diary 4).
"Today we discussed about yobikata and yobisute (dropping the honorific suffix) in the class. I noticed that boys will usually yobisute when calling their friend's name, but Chizuru (a male character in Kimi to Boku) called Shun (a male character in Kimi to Boku) 'Shun-chan'. I think this is because Shun is quite girlish in personality or maybe Chizuru wanted to tease him or to show solidarity because they are best friends" (Susan, diary 5).
Honorific suffixes in anime appear to be more complicated than in real life situations. Apart from using the proper suffixes such as "-san", "-kun", and "-chan", special suffixes are used in place of proper suffixes. Different from proper suffixes, these special suffixes are invented based on the effect the speaker is trying to achieve (e.g., to show cuteness or affection). For example,
• "-tan": Derived from "-chan" to show cuteness.
• "-pyon": Indicating that the speaker is being very cutesy or affectionate with the person he or she is addressing.
• "-chama": The baby-talk version of "-sama". The learners should be alerted about these special honorific suffixes which are known to be used more in anime than in real life in order to avoid misuse of these special honorific suffixes in real life communication.
F. Swear Words
A language classroom is probably not the place to learn swear words. However, to some extent, swear words, curse words, and insults do appear in authentic materials such as film, movie, drama, as well as anime. Table 12 presents some swear words identified by the participants. The participants were amused when identifying swear words in the anime. They also revealed that they actually already knew about these words from other anime, especially the shounen anime (anime targeted for boys). Kevin and Nancy revealed that,
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"It was amusing when we discussed the word 'aho' (moron) in the class. I came across this word in another anime before. I have a hunch that it is a bad word, but I did not know the exact meaning. In the class discussion, Nancy (one of the participants) said 'aho' means 'baka' (stupid) in Kansai (Western Japan) dialect" (Kevin, diary 2).
"I like to watch shounen anime. In most of the shounen anime, there are a lot of dirty words such as 'kisama' (rude way of saying 'you'), 'temee' (rude way of saying 'you'), 'kusogaki' (brat), and so on. Actually we use word like 'baka' to joke with each other in class occasionally. I think this is one way to show solidarity if you didn't mean it seriously. Also, I guess it is just a common nature for students to pick up dirty words naturally from media" (Nancy, diary 3).
The main purpose of swearing is to express the speaker's emotional state, especially anger and frustration and communicating that information to the listener (Jay & Janschewitz, 2008) . Although swearing is accepted as a social phenomenon in English speaking countries, American Indians, Japanese, Malayans and most Polynesians do not have swear words in their languages (Montagu, 1967, p. 55) . Some researchers recognized Japanese as a "swearless" language.
"As a matter of fact, there are some swearwords in Japanese like 'chikusho' (animal, beast) or 'kuso' (shit), however there are hardly anywhere near as many as the English ones, so that Japanese has been deemed an officially 'swearless' language" (Kosugi, 2010, p. 31) .
Nonetheless, Jackson and Kennett (2012) challenged the myth that Japanese is a "swearless" language by looking at popular publications that educate the Japanese language learners in swearing. As a result, Jackson and Kennett (2012) raised the issue of whether swearing should be formally introduced through the curriculum.
The findings of the present study showed that swear words can be identified in anime. In fact, many anime, especially shounen anime, are known to have a lot of combat scenes where the characters are angry with each other and yelling swear words to show their anger. Therefore, the researcher thinks that common swear words used in anime or other type of media should be pointed out to the learners in order to warn them about the inappropriate uses of the swear words.
V. CONCLUSION Napier confirms that anime reaches "far beyond the children's cartoon and often portrays important social and cultural themes" (Napier, 2005 : back cover). However, according to Spindler (2010) , "there are mixed opinions on the authenticity of the language and culture presented in anime and manga". Some have suggested that the language and culture portrayed in anime are merely representations of exaggerated and distorted version of the actual language and culture. In contrast, some have argued that there is something to be learned from anime, particularly if the learner has a firm "Japanese culture knowledge base" (p. 51).
Spindler (2010) believed that cultural knowledge base such as the understanding of the inner and outer circles in the hierarchical social system of the Japanese "would serve as a good sieve to help sift through the inaccuracies and exaggerations of the portrayed language and culture they are receiving from anime and manga" (p. 51). For example, the language used in anime is more casual in most of the contexts involving daily life. This language use is quite different from what the students usually listen to and use in the classroom where the educators heavily emphasis on the polite ways of speaking using the material designed specifically for pedagogical purposes such as textbooks.
It is a fact that educators cannot control what the students learn and see outside the classroom. One of the main concerns about the learners' interest in anime is that they may make broad judgments or assumptions about the Japanese language and culture based solely on the anime they watched. Since many studies have shown that anime has become a significant presence in most of the Japanese language learners, it has become part of the Japanese language educators' responsibility to dispel language and cultural stereotypes in anime. For example, students should be reminded not to expect the Japanese to talk exactly as in anime and not to use the words or phrases learned from the anime until they are certain of the meanings. This explains why anime should be introduced in the JFL classroom not just because it can serve as good teaching material, but also to raise the learners' consciousness on language and cultural stereotypes in anime.
